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ARI RM 77-15

PILOT EVALUATION OF A TACTICAL BOARD GAME FOR TRAINING AND
ASSESSING ARMY ROTC CADETS

THE: PROBLEM

One of the goals of the Army ROTC Military Science program
is to provide the cadet with a knowledge of. and opportunity to
apply, the basic principles of military leadership, science, and
tacttwc. Another goal is to provide both the cadet and the Army
with an assessment of the cadet's development and potential for
military leadervhipO,,. Games which simulate critical military
activities hold considerable promise as a means of partially

N. fulfilling these objectives in an economic and involving fashion.
flhis pilot evaluation examines the effoctiveness of a tactical

board game in training and in assessing military knowledge and
ability of ROTC cadet3P'! ',.

i Arhe game's training and development utility was measured
in terms of the following hypotheses: amount of game playing will $2
'be positively related to 1) knowledge of tactics, measured by
a paper and pencil test, 2) performance in ROTC Summer Camp, an
experience-based leadership training situation, The following
hypotheses measured it- assessment utility: I) performance in the
game will be positively related to a) tactical knowledge and b)
performance at Summer Camp: and 2) peer ratings based on observation , ,
of game playing will be positively related to a) game performance,
b) tactical knowledge, and C) performance at Summer Camp .... , { ,

M.THOD

Subjects

Sixty-six subjects were drawn from the population of ROTC
cadets enrolled in Military Scionce III in five schools across
the country. The planned sample was considerably larger and more
representative, but several schools were unable to participate in
the experiment. The experimental sample, after attrition, included
cadets from the following five schools: Brigham Young University
(n -, 10). St. John's University, New York (n - 9). Northeast
L&•zxiana State University (a - 13). East WCshIngton State
University (a - 14), and Loyola University (n - 5). The control
sample consi-sted of 15 cadets from Northeast-Louisiana University.

SArmy ROTC' Curriculum Development Steering Group, Fort Monroe.
Virginia, 1975.

' Department of the Army. Reserve Officers' Tratinng CorX:
Basic and Advanced Camp Program. TRAUOC Ru ion - , 1975,

." rnton, Incorporated. A study of situationaX training for
leaders., U.S. Army Research Anstitute" Contract'DAHC l9-74-
ZUU4C 1975, This report examines the relationship of cadet
bIographical data to game performance and tactical knowledge.
It also details the game development and its acceptance by
users.
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Due to competing att iv it ie sand in adequate command emphasis, ntic
Nevery cadet completed all report forms or game-playing requirements.

The number of missing data points, therefore, was quite high on
some measures.

Procedure

Phase One: Training ~and Initial Assessment. The initial phase
of thlsis study -was c~i~~wtfTiefO~~se. Subjects were
pretested onl the Infantr Tctics Tet(puni )
a measure of genera nfnr at _cno dhgi specifically
developed for this project. The Squad-Platoon Tactical Map Came
served as the training material used tin the* experiment, T'lis
simulate was developed by Kinton Incorporated, InI this game one
player directs a rein forced in fantry squad de fetdidIng at g ivent
territory, The other pl ayer' ditrects it rein forced In fantrty p1 ii oonl
onl anl of fentsive mission, The game places both units tin direct
conflict (see Appendix Bi).

The eadet 's pet'fotrmance tit the game wits evalunated onl tile has is
of it number of ratings. A control letr. tmost oftenit a cdet , was
givenl thet responsibility for rtegul1at ing the( Conduct (if Lilh, game .. . ..

Ilie orI site made anl overtal 11Judgment itas to who won or lost based oil
the perceived inability of one stide? it continue 'f feet ivv'yIn, i .

act ion . The pe rcen tage of men treman inaIg ti t thle end o f the game wits
another measure of success (Appendix C) . Peer ratings concernling
bow well game Part ic ipants would( per foirm its squad letade rs were alIso
obtained after the training (Appendix 1)),

Finally, a fter partici pat lag tin thlt simulation Ir~ali ntg
pi'oiedure , thet experimentIal I su.1ects were retetste e )ti onlie samle

fitat rv Ta v Iiis Knomwledge Test . Tbhe 1 5 coil t ol ISubjects tcomip I ted
'tllFt16hi Los~ti Tiii poji-Rth JZThidmi n1 ist I'll t tonl (if tilts tisltnui' but

did ttot have the intervenilag game-pi sying expet'ie'nov

Phase Two: FolIlow-till Assvssinen L. At thle Ad v itnoed RtOTtC
SunaaeFUii follTowin t liv'( eic 1 ourse . dat a f i'oal
a variety of incas itres were gta theredI as part' of the( onagoing Ctlet.t
EvtaInnti on System. These mere used ito measu re thll gener ialI ' iut Ionl
of tact ical knowledge galined th rough Plai ny g t he game to Letadei'rshi Ip
per fo rman c i tit liher ar teas, Thet measo res e sam IneL' woL'o 1i : II oadt't'-
ship Potet'iatl Index (.i),which is at weigitteti Vcibiiihiiiiitoll tit'
ratings given it catlet onl it niumber of Vatriatble's. One Variable,
pet'formuance , comib intes r'at ings ity Lilie Lad t't'it P1latoo Liti 0 ri L'i.
EvlvtIuattIor ( POE) tand tilieI tt Pla~too Noit-Commlas i Lit id O)ff1vl L't'i'Lvii tn ILi
Lof the cadet's "abilIits' to handle) people tand sittlatiettti."

E D illrtment of tiieArmy.iReserve Officers, ' Trainlaj% crt'is:
RIaiC at da~ tmt~ Y~hg nthtY'
is ____ 'I

75
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A second variable, personal characteristics, is the POE's
evaluation of the "cadet's personal characteristics which relate
to effective leadership."* Situations, the third variable, is the
POE's assessment of the cadet's ability to perform in various jobs
or situations. The Field Problems Test provides several eval-
uators' assessments of the cadet's performance in a number ofsimulated combat situations. Finally, the peer rating provides
"a leadership rating of cadets by each other."** Appendix E
shows the rating forms used in making these judgments.

2) Land Navigation/Orienteering. The land navigation/orien-
teering evaluation is composed of three orienteering tasks. Each
task requires the cadet to apply navigational, map reading and
terrain interpreting skills while moving over natural terrain. The
line orienteering task measures the cadet's ability to use these
skills on a structured course. The score orienteering test allows
the cadet to choose which checkpoints he will reach, in what order,
and in a given period of time--thereby requiring a greater degree
of speed and problem-solving ability. The freestyle orienteering
also allows the cadet freedom to choose his own course, but requires
him to reach every checkpoint and judges on speed, requiring an even
greater degree of physical endurance and problem-solving ability.

3) Military Stakes. This performance test is "designed to
measure the cadet's ability to apply basic individual military
skills. "•"

Of the original 66 subjects, Summer Camp data was available
on only 47, and missing data among these produces all even smaller
n on some measures.

RESULTS

Ilnfaltry Tactics Knowledge Teot. Although the initial analysis
failed to shtow that game playtin eilierionce positively affected
performance, subsequent examination revealed that under certain
conditions, game playing did have the predicted effect. The first
manipulation of the data was a 2 X 2 (treatment X trials) unwoighted
moans analysis of variance, with repeated measure's on the last
variable, conducted on the tactics test using those 62 subjects
(experimental - 47. control - 15) for whom scores were nvailable.
The analysis revealed no treatment by trials interactiton (1(1)
The experimental group improved from a mean of 24.4 oln the pretest
to 26.6 on the post-test, but the control group also improved from
22.4 to 23.3. Although this result was not as predicted, the
confounding of subjects from many schools with varying degrees of
game playing exporience in the experimental group precluded

Ibid, p. 1R9.

_ ,•' i-dT p, 191.
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de f lit it ive conclIusions concerni ng the garno s efftoct onl sub.Ict a

t act ics tcorst. The1 scondo tntt'alstsby homtpar'istont aetgoup tilt

exeietal sbject at Nooparitohoeat Louitiana, otil of who plt tcti
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t'it, I orl o ti ~t, four gl 5iiv grou stlit h tltot a lat' ter IItO colt't't' itttItt''o
comtp'o tse tit cadets fron tilot, i'4tioott ttschotls Tit . tljt
lack sttltct lmpovou. b'11ltty tov oapoctltItts wit ill mdrttetttt lofo git tlvols t
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T'able 2. Protest and PotetTcic o en

Nunibor of Giuone 11 Pi'otost Soore Pwsttost Scorv

Sn4 23 22.11 26.7

1-3 24 26.3 26.81

'5 e0 15 22.4 23.3

T able I Correl~'at ion Coeffilcientsn Ii etwpvoi N ojubor of Gamesn Pl~ayedu
mid Stmmoi~r Camp Mvtut u rt in 47)

Suimmo r Camp mokisuroNi V

Frov Sty le or loutuor lug -.

Military Stakwi .16

Ltiadvrtship PIloformaneti I adtx (Lill)1 .22

Pt'rtoriniltc ratin -to ..

* pprwoma hial o~s r rat lug 01
Sitoturtoins ratin It;1
Sunlumo r Camp Iloti' Hatl ing . 17
Fitlod I 'obloiim Tost .20
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In order to determine whether the small positive correlation
between gaming experienoe and LPI may have been anl artifact of
superior tactics knowledge by cadets with the experience, a mul-
tiple stepwise regression analysis wats conducted to measure the
separate contributions of gaining experience and tactics post-test

Scores. On the 44 subjects 'or which tactics and summer camp
sclores were available, the correlation coefficient between the
tactics post-test score and the LPI score was - .05. The number
of games, which correlated .29 with the LPI for these tiubjectit.
was entered first in the analysis; the addition of tactics post-test
scores pushed the mull iple Rt only to .30. These findings clearly
do not indicate that superiot' tact ics knowledge could account for
LPI gains among those with gamning experience.

Assessment Ut il lV

* Game, Performance and Tact ical Kinowledge . Neil her the percentage
o C gamies Won , not t~ilt percent age oT men It''t atit the end of eac I
gamie p rov ided at parti cuilarly use hi asse;ssment of (lt, tie , v t o
Itiow ledge measured by' tie tact ics t's t . The, co rre lat ioial anIa u Iy'ses
used to nmeasutre assessment liittilt om ittodc contIrolI subljet s antd
those foit- whom Sumtmer C'amp dat a was s tn a vni1able . In th be nit Iys is

of tile rotat ion between per'cent age of games woii ittd tact ics knowledge,
suhj ectI.s who plyt i' ci onlIy oil(e gamne wet in io t eons ide red,. A neg tii Ilie
cor'relantio lot iori'c iclnt wa~s obtainiied bet wi'en t act ics postI- tis I
iiid pereotittig ori games won (I - .0) . p <..l, it - 35). A imoderatte
lint I ion-si gui fIi'a lit poits tive jorlre aInI on cite Cfl'e I n I was ohtainiied
bet meeii tact ios post -t est and the poevi'it age of menit'eii Iontillug

.r W 1, p <. 18. a - :7)
Gaitte Cie t'o rirititie a ad Suttmti'r C'aiNl ets itri's . Neithleri t he

"cot' u'tiontll between~ pi'rcenatage o! gait;s'swotit slid 1,111 (1 i " 3. 1
L) -A2. it, 3 7), nor lhnt bet weeti the perci'itagie tit' welt r'cma inin g
itti L.PI (r .1.3, 1) - .22, 111 ' 10) suggested it losiliv Ireelat hut
hi' Iweenl gamet StC'CNS aiti sutmmit'r i'niti -;iiceess. Ali oxaitintilt htoi itt
thei cot'rreIat ntien wii'tel th liv'iiveniciita g' t, or inil i-emit llii g anid Sumitte r
C'aimp poo'r rtint lg (i,- - .0, p <.32. it. -'li) likewiste Citiiled to
stiggest prnjisvisi

611111t' Poet' lullIings. Gaittii Iltu''t rat1 ings wet'e ci'l I eel d ott ottlIy
'27 exel eiti)sn;i i'ject~s F romnt I ii staitul1 samplei t orre iI i'lai Itilts
l~eIivetw et pet' t'ratItings atnit g iu'v pt' 'lit 'ntltce t actli ici' t kitita ' In

Ta 1) 1i eittit.is' 1' ' tit m sIoniis aot' .'i i It' c I i'd 'l'ti t'su' ti t'i' p t'i'si'ii t i'

Wi'iu Iiisu 1,f(itIt'll Ii 'I it s abltI sl tiest' rathings ats it va Ilit iil'tsiit't f'I

the' iti'tIi's postsl-Itest wtis notit itimp'5 lvi'. 'Pitt vorre laioi hu ui-
e'ffIclI 'it s betivet'ii gailte pool', rat inIlgs, lt't l.ii , hut Suiaimm'i Camptlt
peere rat ings, whi. lt, IthitIgh, rep resin ito po'rlti its ci0ttitoiliii Methtot u ar
,iiiti. Peer raiitng score's cintri 'IbiteItd 2M.~ lto ii th itotail 1,111

In Tal' e lilt iIs dueit' titIlt' i'edutcedt it here,0
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Table 4. Game Peer Rating Correlation Coefficients

Peer Ratings Correlated With: 11 r

Game Performance Measures

1. Percentage of Games Won 27 .07

2. Percentage of Men Remaining 27 .12

Tactics Posttest 23 .16

¾'> Summer Camp Measures

1. LPI 21 .31

2. Summer Camp Peer Rating 21 .46*

Number of Games Played 21 .41"

•'•' *p <. 05

DISCUSSION AND SUMMARY

sampling limitations must necessarily constrain any
conclusions drawn from this study. The small n was, in many
instances, insufficient to demonstrate what may be true relations,

It appears that a cadet, starting at a fairly low level of
tactics knowledge, can improve his performance on a paper and
pencil tactics test by playing four games, although the impact
of one, two or three games oil such a cadet's performance cannot be
determined from this study. There is no evidence that game-playing
has any discernible impact on a cadet already knowledgeable about
tactics.

No significant relation was found between game playing and
performance at Advanced Summer Camp. The small sample size, the
relatively small amount of time devoted to gaming as a proportion
of the cadet's overall training, the passage of time between the
gaming experience and Summer Camp, and the contamination of each
of the criterion measures with elements partially or completely
unrelated to tactics, may all have been elements which reduced
the correlation coefficients obtained. The many low positive co-
efficients which were found suggest that the hypothesis that the
game improves tactics-related leadership performance need not be
discarded oil the batils of this evaluation.

!i
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In terms of assessment utility, the measures of game per-
formance were predictive of neither tactics post-test scores,
nor Camp LPI. The finding that successful game players manifested
no better tactics knowledge than unsuccessful players Is par-
ticularly perplexing, and raises new doubts about the adequacy of
the tactics test as a criterion of tactics capability. The test
may be deficient--both in failing to evaluate performance-related
dimensions, and contaminated with cognitive dimensions that fail
to differentiate competent and incompetent tacticians.

"--'An general, the findings from this pilot evaluation support
the following conclusions: 1) gaming experience is beneficial in
training ROTC cadets in tactics as long as several games are
played, and the players begin with a low level of tactical.A
competence, and 2) when tested against the availahle ROTC measures

of leadership competence, the game is not a practically useful
device for assessing competence,.

8\

N, N
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APPENDIX A INFANTRY TACTICS KNOWLEDGE TEST

INSTRUCTIONS

The enclosed tactics test (indicated as a "test on general infantry
knowledge" on the cover) is to be administered to each of the MS III
cadets who participate in the Kinton Tactics game and to MS III cadets
who are assigned to the control group. Control groups are only at
University ofTexas, Arlington, Rose-Hulman Institute of Technology,
Northeast Louisiana State University and Brigham Young University.

The tactics test is to be administered twice. The game participants will
be given the test the first time just before they are exposed to the game
and again within a week after completion of the experimental run of the
game. The cadets in the control group are also to take the test twice;
at the same time it is administered to the experimental group.

Time: The test is not timed but it is a test of factual knowledge and
should be completed in 15 to 20 minutes.

Test Booklets are to be reused and no marks should be made in them.

Only Number 2 lead pencils should be used.

Answer sheets: Sufficient copies of Army Standard Answer Sheet, D-4,
are included for two administrations.

Instruct the cadets to print their names on line 1, D)ate on line 2, on
line 3 print I if it is the second administration (Post game). Complete
lite 4, Identification, by printing his SSAN in the top blocks and then
marking the appropriate spaces directly below.

Answering the test items: Instruct the cadets that they are to start
answering at item 1 on the answer sheet, emphasize that item space-
P1 thru PlO in the practice block are not to be used. The first forty-
seven items are four alternative multiple choice and arc answered by
marking A, B, C, 0 after the appropriate item number. Items 48, 49, and
50 require that coordinates be written out. The coordinates for item 48
are to be printed on line 8, those for item 49 on line 9 and those for
item 50 on line 10. These lines (8, 9 and 10) are located in the lower
right corner of the information section of the answer sheet.

A-l
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K iiui N 100PR INC F S I KI
ALEXANDRIA \'IR,6'NIA 22,•.ý1

INCORPORATED 1 ,36 2 154

This is a short test on general Inf, try knowledqe. Read each question

or statement carefully and select -. best answer or ending for the

statement. Circle the letter which precedes that answer.

fA.

A-2
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1. The number of officers in a regular In-antry line company is:

a. 4

b. 3

c. 6

d. 5

2. Effective range of the 1460 machine gun under normal conditions is:

a. 800 meters

b. 600 meters

c. 400 meters

d. 2200 meters

3, Reconnaissance patrols are planned and coordinated

a. by battalion or higher

b. by the company

c. by the platoon

d. all of the above

4. The number of squads in a platoon is:

a. 5

b. 4
c. 3

d. 2

S. Non expendable antitank weapons can be found In which of the following

organizations?

a. Rifle platoon

b. Mortar platoon

c. Company Headquarters section

d. All of the above

A-3
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6. Lines and boundaries are used for:

a. orientation

b. coordinating intelligence

c. reporting

d. movement control

7. Snipers are primarily used to:

a. divert the enemy's attention

b. delay and confuse the enemy

c. reduce enemy effectiveness

d. gather movement intelligence

8. Defensive positions may be located by:

a. map reconnaissance

b. listening posts

c. artillery fire

d. diversions

9. Illumination shells from a 155 mm howitzer can be expected to burn for:

a. 30 seconds

b. 60 seconds

c. 90 seconds

d. 2 minutes

10. The military symbol for a squad is:

a. . . .

b. .

C.

d.

11. Dangerous backblast area of the MI8AI claymore mine extends to:

a. 30 meters

b. 25 meters

c. 20 meters

d. 15 meters

A-4
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12. The observer target line may be expressed in:

a. grid azimuth

b. magnetic azimuth

c. mils

d. any of the above

13. When moving to contact with an enemy whose positions are unknown,

but contact is imminent, a squad should be:

a. close together for ease of control

b. in a wedge formation

c. in a column formation

d. in a bounding overwatch formation.

14. Casualty radius of fragmentation hand grenades is:

a. 20 meters

b. 15 meters

c. 10 meters

d. 5 meters

15. Effective range of the 81 mm mortar under normal conditions is:

a. 5000 meters

b. 4000 meters

c. 3000 meters

d. 2000 meters

16. Communications over a kilometer or more have been restricted to:

a. radio

b. radio and flares

c. any radio or visual means

d. are not restricted to specific media.

A-5
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17. The smallest TO&E unit in an Infantry line company is a:

a. platoon

b. fire team

c. squad

d. section

18. An Infantry squad placed in defense would immediately establish:

a. bunker positions

b. forward observers

c. a 75 meter sector

d. primary and alternate positions

19. Reconnaissance patrols must have:

a. demolition team, security team and recon team
b. intermediate an. final objectives

c. map and radio

d. a definite time sciedule

20. Gaps in the defenders folods of fire must be covered with:

a. concertina wire
b. early warning devices
c. claymores

d, observation posts

21. The correct fuse for use against troops in the woods is:

a. time

b. delay

c. VT

d. quick

22. Effective range of the M72A2 LAW under normal conditions is:

a. 275 meters
b. 200 meters

c, 125 meters
d. 50 meters

A-6
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23. Fire suppression is used to:

a. keep the enemy from learning your positions

b. keep the enemy from firing back

c. keep enemy out of a specific area

d. reduce weapon malfunctions

24. Defensive positions should always have:

a. covered withdrawal routes

b, observation posts

a parapet or berm

d. telephone lines

25. Effective range of the M79/M203 at a point target under normal

conditions is:

a. 30011n

b. 250•i

c. 2001

d. I 50m

26. The observer target line is used to:

a. adjust fires

b. locate the target

c. locate the observer

d. estimate distance

27. False defensive positions may be used to:

a. concentrate enemy fire

b. exhaust enemy combat strength

c. divert attention from the real positions

d. locate enemy units

28. Enfilade is:

a. a type of cover

b. a mortar shell

c. a patrol objective

d. a type of fire
A-?
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29. When concertina wire is used to protect defensive positions its
distance should be approximately:

a. 0 - 150m

b. 150 - 300m
c. 300 - 450m
d. 450 - 600m

30. The maneuvering element seeks an Advantage in:

a. fire power
b. concealment

c. field of fire
d. elevation

31. The distance between point elements and the main body is:

a. dependent on visual contact

b. at maximum control distance

c. beyond the booby trap range
d. within M16 range

32. Effective range of the 116 under normal daylight conditions is:

a. 600m

b. 450m
c. 300m

d, 150m

33. If possible, defending machine gunds should be positioned to provide:

a. flanking fire

b. frontal fire

c. plunging fire

d. grazing fire

34. Casualty radius of 81 mm HE shells ir:

a, 36m

b. 30m

c. 24m
d. 18m

A-8
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35. A regular Infantry platoon can be expected to have:

a. one PRC-77

b.. two PRC-77s

c. three PRk-77s

d. four PRC-77s

36. Unless the fire request specifies otherwise, an artillery battery

will:

a. fire a parallel sheaf

b. fire open sheaf

c. fire converged sheaf

d. requuest further information

37. If enemy avenues of approach cannot be seen from a sufficient

distance, the defenders should use:

a. snipers

b. early warning devices

c. claymores

d. concertina wire

38. The dangerous backblast area of the M72A2 LAW extends to:

a. 40m

b. 30m

c. 2001

d. lOmn

39. Which of the following is not an essential element of a fire request?

a. OT line

b. identification

c. method of engagement

d. warning

40. Effective range of the M18AI claymore mine is:

a. 70m

b. 50m

c. 3001

d. 1I0m

A-9
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Questions 41 through 50 will be based on the map which fllows. The

map scale is 1:25000. Twenty-four of the grid squares will be used. These

are lettered in the upper right..

41. Which of the following squares has an arrow pointing up hill?

a. U

b. V

c. W

d. X

42. Assuming there is no vegetation and observers have binoculars, which '

of the numbered points at the top of the map could see each other?

a. 1-2 ~
b. 2-3
c. 3-4 4 .

d. 4-5

43. Which direction is Ochillee Creek flowing?

a. NE

b. SE

c. SW

d. NW

44. Which of the following points cannot be seen from point 6?

a. I

b. 2

c. 4

d. 5

45. Which of the following squares has the steepest slope?

a. K

b. L

c. 0

d. P

A-1O
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46. What is the elevation of Selby Hill in Square L? .
a. 480

b. 465
c. 380
d. 355

47. Oeese Range in Square M is:

a. on a ridge

b. on a hill
c. in a valley

d. in a draw

48. What are the coordinates of Hill 280 in Square E?

49. What are the coordinates of the top of Wadsworth Hill in Square G?

50. What are the coordinates of Hourglasý Road Bridge in Square X?

t

J,-
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SCORING KEY

INFANTRY KNOWLEDGE TEST

1. d 26. a
2. b 27. c
3. d 28. d
4. b 29. c
5. a30. c
6. d 31. b
7. b 32. c
8. d 33. d
9. b 34. d

10. c 35. a
11. d 36. a
12- d 37. b
13. d 38. a
14. b 39. c
15. a 40. b
16. d 41. b
17. c 42. a
18. d 43. d
19. c 44. a or d
20. c 45. d
21. d 46. b
22. b 47. a
23. b 48. 02543620 + 100m
24. a 49. 04908612 + lOOm
25. d 50. 05408278 ± 100m
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Squad-Platoon Tactical Map Came

The squad-platoon level game involves two players--one of whom assumes the
role of infantry rifle platoon leader, the other that of squad leader. Each
player is provided a large scale lap (1:6250) of the same piece of terrain,
markers representing resources such as men, weapons, ammunition, and given
specific missions which puts the players in direct conflict.

The game is controlled by a controller who views both map boards and
provides needed information to the players such as the effect of enemy fire,
presence of enemy when appropriate, and other information that normally
becomes available in a combat situation. Game information, such as weapons
effects, casualty probabilities, and seeing or hearing enemy troops or
vehicles, is listed in the controller's manual so the controller is not
required to be personally expert in weapons or tactics or required to make
decisions about the effects of weapons. This allows relatively inexperienced
people to quickly learn the role of controller.

Tables are provided in the Players Information Booklet which explain how fast
the pieces can move, how far they can see and hear, how far each weapon can
shoot, and what the hit probabilities are. Inexperienced players usually
begin with what they have already learned about offensive and defensive
tactics. As they gain experience they become more imaginative and try a
variety of techniques which they believe will facilitate their winning.
Techniques which work are remembered and used again: others are quickly
dropped. After a great deal of game experience players learn to interpret some
moves as the beginning of a certain tactic and are able to counter the tactic
effectively.

The game advances by time intervals and each player Is allowed to move any
piece a distance on the map which is within the capabilities of the piece.
For example, men cannot run 20 miles an hour, and rough or wooded terrain
slows movement below normal rates. Kach player's moves are directly related
to the opponent's action, the terrain, his resources and mission. Encounters
are resolved as they occur and each player immediately learns the effect of the
encounter on his own resources though not on those of his opponent.

When a player accomplishes his mission or destroys a sufficient number of

his opponent's pieces so as to render the opponent Ineffective then he has
won the game. The controller normally stops the game when the outcome would
be obvious to all concerned (like a checkmate). The three participants then
discuss what each side was trying to do and the engagements which resulted.

B- 1
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APPENDIX C

GAME SUMMARY PERFORMANCE REPORT FORM

Infantry Game: ROTC Program

Individual Game Summary Sheet

Directions: Fill out this sheet for every game played.

1. Game Sheet #

2. Attach both offensive and defensive mission orders.

3. Players:

Offense Defense Controller

Name: _ _'_

SSAN: ..

# Games
previously
played or
controlled -_

4. Winner (check one)

5. Organimation and Equipment Loss/Consumption Record -

Offense Defense Q

Start of Uid of Start of End of
Game Game Game Game

Officers/hen -

M-16 . .. -

M-60
M-79/H-203
LAW
Dragon -..

TOW
81 mm rds
155 rm rds
Bangalore Torpedo - - - --

Starlight Scope . ... .
PRC-77
Squad Radio
TA I SetI C-I
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6. Date game played:

I. Starting time (24 hour clock):
8. Total actual time to set up, play, debrief and break down playing
equipment: minutes.

9. Total actual time for just the playing of the game, (not includingset up, debriefing, break down): _ minutes.
10. Where played: (regular class, leadership lab, own living quar-ters, student union, etc).

I1. Reasons for game outcome:

12. Comments on gae:

c-z
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APPENDIX D

GAME PEER RATING FORM

Infantry Tactics Game (Experimental)

Peer Rating

Based on your observations of fellow cadets who played the Infantry

Tactics Game, predict how successful each one would be as che leader of

a combat squad in an FTX, e.3., a field problem, squad in the attack or

squad In the defense.

Rank, on the attached iorm, all of the cadets whom you engaged, controlled

or observed plaving in descending order, from the one you predict would be

the most successful squad leader to the least successful (though all might

be good).

Indicate your role or roles when you observed the cadet playing by

circling the letters following his name,

Do not include yourself in the ranking.

Break all tie,.

I.l-I
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Peer Rating ROTC Infantry Tactics

Rater Name (Print) Rater SSAN:

Rater's School MS II Ill 1V (Circle)

Rank Name of Cadet (Print) Your Role when
observing. Circle
P for player
C for controller
0 for observer

1. __ __P C 0

2. P C 0

3. P C 0

4, P C 0

5, P C 0

6. P C 0

7. P C 0

8. _P C 0

9. P C 0

10. P C 0

11. P C 0

12. P C 0

13. P C 0

14. ________P C 0

16. P C 0

17. P C 0

18. P C 0

10. P C 0

20. P C 0
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TMADOC Reg 145-1
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TRADOC Reg 145-1
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TRADOC Reg 145-1

PERSONAL CILARACTERISTI CS

1. Takes appropriate action on his own responsibility.

2. Calm and cool under pressure.

3. Gets a job done effec.ively, follows through to the final desired
results.

4. Knows how to handle personnel.

5. Appearance and bearing cause people to react positively.

6. Gives and executes orders firmly without creating a negative
attitude. S

7. Takes speedy and appropriate action. 4314

8. Shows cousaon sense and good Judgment. N
Guidelines for Rating Cadets on Personal Characteristics

Fach cadet will be rated on each of the 8 staterments shown by assigning,
a numerical value oi I through 7 for each, as described in ilgure N-1.1
The ratilng procedure will be as follows: Virst, rate all cadets onl
statemuent number 1, then on stateolsent number 2, and proceed il t his
manner until ill cadets are rated oil each statement.

Figure N-12- Continued
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TRADOC Reg 145-1

SITUATIONS

1. Represent your viewpoint and make decisions in your name
on an extremely important mission.

2. Be responsible in an emergency situation calling for great
initiative, coolness, and dominant leadership.

3, Prepare plans for all aspects of a large undertaking (a task
requiring considerable initiative, coolness, and judgment).

4. Represent you in a meeting where considerable tart and ability
to get along with people are required,

5. Work on an assigfnment requiring great attention to detail and
routine.

6. Have him lead a unit under your conmiand.

GUIDgL.INES FOR RATING CADETS ON SITUATIONS

Each cadet will be rated on each of the six statements shown by
assigning a numerical value of I through 7 for each, as described
in figure N-Il. lhe rating procedure will be as follows: First,
rate Al cadets on astatement numaber 1, then onl statement numblcr 2
sald proceed in this ituanner until all cadets are rated on each
statement.

Figure N-13 -Continued
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TRADOC Reg 145-1

Peer Rating Data Cards

1111 DOE, JOIIN D. 2183 12A4
(Green)

PEER RATING CARD

NOTE: In blocks to the
left show the codes of
10 cadets you would be
most willing to serve under.

SIGNATURE_

MOST LEADERSII1P CARD

1111 O, onu 2183 12A4
(Red)

PEE.R RATl•NX CARD

"NOTE: In blocks to the left
show the codes ot 10 coded t
you would be least willing
to serve under.

SIGNATrRE

LEAST LEADERMIt P CARD

NOTE: The use of green and red machine data cards is not
required, but contrasting colors should be used.

Figure N-I5 Continued
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